Role-Playing Game Manifesto 

These rules are written on paper, not etched in stone tablets. 

Rules are suggested guidelines, not required edicts. 

If the rules don't say you can't do something, you can. 

There are no official answers, only official opinions. 

When dice conflict with the story, the story always wins. 

Min/Maxtng and munchkinism aren't problems with the game; 
they're problems with the player. 

The Game Master has full discretionary power over the game. 

The Game Master always works with, not against, the players. 

a game that is not fun is no longer a game its a chore. 

This book contains the answers to all 

When the above does not apply, make it 



